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Abstract—Massively Multiplayer Online Role-Playing
Games (MMORPGs) have become increasingly popular and
have communities comprising millions of subscribers. With
their increasing popularity, researchers are realizing that
video games can be a means to fully observe an entire isolated
universe. In this study, we examine and report our findings
on the effects of mentoring activities on player performance
in EverQuest II, a popular MMORPG developed by Sony
Online Entertainment.
I. INTRODUCTION
Massively Multiplayer Online Role-Playing Games
(MMORPGs) are personal computer or console-based dig-
ital games where thousands of players can simultaneously
sign on to the same online, persistent virtual world to inter-
act and collaborate with each other through their in-game
characters. Recent years have seen an explosive growth in
digital game sales including MMORPGs. As people spend
more time in virtual environments [1], researchers have
recently taken notice that virtual environments such as
EverQuest II serve as a major mechanism for socialization
[2], [3].
This study analyzes the mentoring network in Ev-
erQuest II [4] and examines the effects of mentoring on
player performance [3]. The mentor system acts as a chan-
nel for both the mentor and the apprentice to interact with
each other. Mentors (higher level players) can level down
to the level of their apprentices in order to teach them
combat skills and share knowledge about different aspects
of the game. Apprentices gain experience (XP) points for
completing certain tasks (plus bonus XP for participating
in mentoring) in addition to attaining valuable lessons
and experience by interacting with their mentors. This
study uses nine months worth of player and team activity
data from ’Guk’ server (Player-versus-Environment). Our
dataset contains 11,419 mentors and 15,091 apprentices.
It contains 4,006,860 mentor-apprentice interactions over
2,592,005 monster kills.
II. MENTORING AND PLAYER PERFORMANCE
In this section, we examine the impact of participating
in mentoring on player performance.
Figure 1 shows a comparison of Combat Efficiency
Indexes [3]. The blue line represents the Combat Effi-
ciency Index of players that do not participate in mentoring
Figure 1. Comparison of Combat Efficiency Index by Player Level
at all, while the purple line represents players that both
mentor and apprentice. One has to reach Level 7 to
apprentice and Level 8 to mentor. Combat Efficiency
Index of non-participating players gradually decreases
but starts ramping up at Player Level 7 and it steadily
increases. Between Player Levels 7 and 30, we observe
that the Combat Efficiency Index of non-participating
players is higher than that of mentor-only (players that
do not apprentice but only mentor) and apprentice-mentor
(players that both mentor and apprentice). Throughout the
game play, their Combat Efficiency Index steadily rises
and stays well above mentor-only and apprentice-mentor.
Initially, between Player Levels 7 and 27, the Combat
Efficiency Index of apprentice-only is higher than that of
non-participating players. However, beyond Player Level
27, it steadily increases, but the Combat Efficiency Index
of non-participating players surpasses it. Our findings indi-
cate that mentoring leads to decreased Combat Efficiency.
Given the same amount of time, apprentice-only players
and non-participating players attain more XP points.
Figure 2 shows a comparison of Combat Success In-
dexes [3]. In lower players levels, non-participating play-
ers tend to achieve lower Combat Success Index com-
pared to those that participate in mentoring. However, the
Combat Success Indexes of the four population segments
gradually converge as the player level increases.
Earlier, we reported that non-participating players and
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Figure 2. Comparison of Combat Success Index by Player Level
Figure 3. Comparison of Combat Efficiency Index by Class
apprentice-only players achieve higher Combat Efficiency.
Figure 3 shows that this finding is true across most of the
40 classes. Participating in both mentoring and apprentice
activities leads to decreased Combat Efficiency.
We reported earlier that non-participating players
achieve lower Combat Success Index compared to those
that participate in mentoring. Figure 4 shows that this
finding is true across most of the 40 classes. Participating
in mentoring leads to increased Combat Success.
III. CONCLUSION
In this study, we examine the effects of mentoring on
player performance in EverQuest II. Our findings indicate
that participating in mentoring as a mentor may not appeal
to achievement-oriented players whose primary objective
is to achieve XP points as fast as possible and move up to
higher levels fast. Similarly for apprentices, until Player
Level 25 or so, it is beneficial to participate in mentoring
as an apprentice in terms of Combat Efficiency. However,
as player level increases, its effect diminishes. An exten-
sion to the current work involves investigating long-term
effects of mentoring on player performance. Additionally,
we are exploring such questions as: Is it necessarily better
to pair up with a mentor whose individual performance
Figure 4. Comparison of Combat Success Index by Class
is very high? Is it better to pair up with a mentor who
has good social skills? How do we measure the quality of
social interaction between the mentor and the apprentice
over a long period of time? How does that map to the
apprentice’s performance and game play experience?
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